ST3RGRUHT II 


QUICK REFEREHCE 

rules summaRy 



acrions 

All units can perform TWO ACTIONS when activated; SOME 
actions require a REACTION TEST to be passed before they may 
be carried out, others may be done without a die roll. 

Unit may perform TWO fire actions, but only with DIFFERENT 
weapons; any single weapon may only fire ONCE per game turn. 
COMMUNICATIONS: Roll QUALITY DIE of SENDER - for success, 
EXCEED POORER LV (out of sender and receiver). SHIFT DIE TYPE 
DOWN one type per Command Level being BYPASSED. 
TRANSFERRING ACTIONS: Roll as for COMMUNICATIONS, with 
Commander as "sender". If successful, receiver unit may 
immediately make full activation (2 actions). Commander can 
attempt to re-activate 2 subordinate units per turn, each with 
one Communication action. 

REORGANISE: allows repositioning of individual figures, 
restoring unit integrity and medical treatment of casualties. 

MAY be done while SUPPRESSED, only if unit is IN COVER. 
RALLYING: Successful COMMUNICATION required first, then roll 
QUALITY die to exceed SUM of leaderships of rallied and rallying 
units. Success = Confidence rises ONE level. 

REGROUPING: joins two depleted units into one; new unit gets 
BEST of LVs, QUALITY of larger no. of figures, and AVERAGE of 
Confidence Levels. 

DETACHED ELEMENTS: take 1 action to form. They must be 
ACTIVATED by a successful transfer of action by the unit leader 
each turn. 

SUPPRESSION: prevents INFANTRY units from taking most 
actions except Observe, Communicate, Reorganise (if in cover) 
and Remove Suppression, and VEHICLES from taking any action 
that requires occupants to exit the vehicle. Removing 1 suppres¬ 
sion marker takes 1 action, and roll of Quality die - exceed LV to 
succeed. Multiple suppressions (up to 3 at one time) are allowed. 


coi/er ano ihtegritu 

Unit integrity is EITHER all in 6" diameter cicle or each within 2" 
of next figure. If out of integrity, must REORGANISE. 

In SOFT cover = shift both Range and Armour dice up one type. 
In HARD cover = shift Range and Armour dice up TWO types. 
One action to go "in position"; roll Quality die, exceed LV+O in 
cover, LV+2 in open. Must REMOVE IP marker before moving: if 
trying to move without removing IP first then need reaction test 
first (LV+2). When in postion, shift Range Die up one type when 
fired at by Direct fire, and shift Armour Die up one type for 
Indirect fire. Normal COVER shifts apply. 


OBSERI/aTIOn 


RECON BY FIRE: Roll as normal fire; Major success = counte 
flipped (if unit) and suppressed. No other effects possible. 
DRONES: One action to launch. Move 24" per action or ma^ 
SPOT. Roll spotting as other air units. 

Shooting down drones: if within 1 range band, opposed rol 
quality vs. drone level. 


Normal troops on foot: 6" (Combat movement D6x2") 

Very light troops: 8" (Combat movement D8x2") 

Troops in "Slow" Power Armour: 6" (Combat movement D6x2") 
Troops in "Fast" Power Armour: 12" (Combat movement D12x2") 
All vehicles: 12" (Combat movement D12x2") 

Reduce movement one die type if encumbered. 

TRAVEL MOVE: twice Normal move; in column only, no other 
actions. REORGANISE required to return to combat state. 

If engaged, shift Range Die down one; unit automatically 
suppressed. 

TROOP TRANSPORT: must be within 6" of carrier to embark; 

1 action to load 1 squad. 


conFiDcnce ano Reacnon 

CONFIDENCE TEST: taken as soon as required. Roll Quality die, 
exceed LV+ Threat Level to pass test. Failure = drop one CL; score 
less than HALF needed number = drop TWO CLs. 

CONFIDENT = Any action. 

STEADY = Any action. 

SHAKEN = Reaction Test to leave cover. 

BROKEN = Move to cover; leave cover only to retreat; 
may only fire if fired upon. 

ROUTED = Withdraw, no fire. Surrender if enemy within 12". 

THREAT LEVELS FOR CONFIDENCE TESTS: 

MISSION MOTIVATION: LOW MED HIGH 

FIRST time unit is SUPPRESSED by fire 2 1 NTR 

Unit takes casualties from fire 2 1 NTR 

Unit takes MORE casualties in one attack 
than it has surviving members afterwards 4 3 1 

Unit Leader becomes casualty 4 3 2 

Unit is under Artillery or Aerospace attack +2 +1 - +0 

For each currently 

UNTREATED CASUALTY in unit +1 +0 NTR 

Unit is forced to ABANDON WOUNDED** +3 +2 +1 


REACTION TEST: taken as soon as required. Roll Quality die, 
exceed LV+ Threat Level to pass test. 

NO drop in CL for failing Reaction Test. 

THREAT LEVELS FOR REACTION TESTS: 

Unit attempts to go IN POSITION while IN OPEN 2 

Unit attempts to go IN POSITION while IN COVER 0 

Unit attempts to MOVE without removing IP marker first 2 
SHAKEN Unit attempts to leave cover and advance 2 

PANIC: UNTRAINED test when first sight enemy; GREENS when 
first fired on or see AFVs/PA; REGULARS when first attacked by 
TERROR units. Roll Reaction test, TL 0. 

Fail = PANIC. NO actions while panicked. Takes 2 actions to 
remove - roll Reaction, TL 0 - score 1 = lose 1 CL. 


ELECTROniC UiaRFaRE 


To JAM Communications, exceed opponent's Comms rol 
To SPOT, exceed D4 in open, D6 in cover. Shift up 1 die i 
sight of EW unit. 

To SPOOF sensors/guidance, exceed ONE of opponent's 
To JAM EW, exceed opposing EW roll. 


Type of armour worn: Armour Di 

Basic Battledress D4 

Partial Light Armour D6 

Full-Suit Light Armour D8 

Combat Power Suit ("Light" Power Armour) DIO 

Heavy Power Armour D12 

Vehicle Armour DI2 x Armour Class 











